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ABSTRAK
Pelbagai kajian telah dijalankan mengenai penggunaan permainan komputer 
dalam pendidikan. Walau bagaimanapun, masih belum ada bukti yang jelas mengenai 
keberkesanan permainan pendidikan dalam bilik darjah di Malaysia. Kajian ini akan 
melihat kepada keberkesanan permainan pendidikan dalam pembelajaran Bahasa 
Inggeris, terutamanya bagi pembelajaran homonim, sinonim dan antonim. Sejumlah 
13 orang pelajar dari sekolah menengah telah dibahagikan kepada dua kumpulan, iaitu 
kumpulan kawalan dan kumpulan eksperimen dalam kajian ini. Permainan pendidikan 
yang digunakan telah direka sendiri oleh penyelidik berdasarkan beberapa model 
pembangunan perisian komputer. Keberkesanan permainan pendidikan tersebut diuji 
melalui ujian pra dan ujian pos, manakala persepsi pelajar dikaji menggunakan soal 
selidik yang diadaptasi dari model motivasi ARCS Keller.
ABSTRACT
In the past few years, numerous researches had been conducted on educational 
computer games. However, there is no clear evidence on whether educational 
computer game is applicable in Malaysian classroom. This research will explore on 
the effectiveness of educational computer games on students’ performance in English 
grammar, specifically in the mastery of homonym, synonym and antonym. A total of 
13 students from an urban secondary school had participated in this study, divided into 
two groups: treatment and control group. The educational computer game was 
developed by the researcher based on several software developmental models. The 
effectiveness of the computer game was tested through a pre-test and post-test, while 
students' level of motivation was measured using a questionnaire adapted from 
Keller's ARCS model of motivational design. This research found that the use of 
educational computer game in the classroom did not significantly improve students' 
performance and motivation.
CHAPTER ONE 
INTRODUCTION
1.0 INTRODUCTION
Recent advancement in the field of science and technology had resulted in a trend 
of computer assisted language learning. Around the world, internet and computers are 
being used and methods are being devised to integrate and optimize learning by using 
these technology. Experts are of the opinion that the use o f technology in classroom will 
result in the increase of students' motivation, especially for language learning due to the 
use of authentic language (Istifci, Lomidazde & Demiray, 2011).
With regard to English language learning, it could be divided into four skills, 
namely listening, speaking, reading and writing. Throughout the decades, linguists and 
philosophers have come out with theories in order to introduce new methods in teaching 
English using these four skills as we might require different methods to teach different 
skills. There are various ways in teaching these skills, and this could be further enhanced 
with the implementation of technology. Educators around the world are creating and 
developing new ways of teaching these skills in order to cope with our modern world 
changes and to make learning and teaching as an enjoyable process.
With focus on English language learning, grammar is one of the important 
elements that are required for good language command. Grammar is the study of words 
and how words work together. It is the key elements for good communication, thus it is 
crucial for grammar to be integrated within these four language skills. There are many 
components in English grammar such as nouns, adjectives, adverbs, and articles. Upon
